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_ Join the World of Waret trading Card Game community today! 
Chat with other fans, shape the future of x oth and maybe even win some Loot™! 
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RAID RU L. 


Welcome to No World * Warcraft® Trading Card Game Assault on 
Icecrown Citadel Raid! 


This box contains four decks, one for each of four epic World of Warcraft® 
characters: the Lich King, Jaina Proudmoore, Sylvanas Windrunner, and 
Tirion Fordring. The Lich King is. pitted against the other three heroes, 
summoning the power of the Scourge in order to thwart these valiant 
characters’ attempt to vanquish him. 


The four hero cards have special gold borders because they are much 
stronger than typical heroes, so they can only be used when you're playing 
the Raid. For example, the Lich King’s ability to retrieve Frostmourne 
iexoyooW abicwre(clel akeye ma a(cld olone Macbuelsper-l ccc sltopmcelem eYonucualllnem ern abeur:| 
normal deck, but it’s also why he is able to defeat three opponents at once! 
Additionally, each deck includes a special gold-bordered weapon card that 
can only be played with the appropriate hero during the Raid. You may 
play any of the raiding hero decks (Jaina, Sylvanas, or Tirion) against any 
other World of Warcraft® TCG deck simply by replacing the hero with 
.©a normal one of the appropriate class and removing the gold-bordered 
Avicer-Tefeyems eueyentnd aCcire (rel qiud Mateus Witel all Gbotegcwe (cle) areola atcMerbuel Siem iar: bucmelelt 
designed ine) be Pace against other decks in a one-on-one game (although 
are!), which is why they are gold-bordered and not 
(old e(orun\, (oyu Kole) an\, (7: bue w: Dame A © @ are (<lel ace 








° ADDITIONAL RULES AND 


The Assault on Icecrown Citadel Raid plays like a normal game of the 
World of Warcraft® TCG with a few exceptions: 


e Players may use protectors to protect any other raiding heroes or 
allies, not just characters they control. 

¢ Gold-bordered cards from this Raid (the heroes, their weapons, and 
all the Lich King’s cards) can only be used when playing the Raid 
itself. Any black-bordered cards can be used in a standard game of the 
World of Warcraft® TCG. 

© You can play Jaina’s, Sylvanas’s, or Tirion’s deck against any standard 

World of Warcraft® TCG deck simply by removing Staff of Antonidas, 
Ashbringer, or Deathwhisper from the relevant deck, then replacing 
the hero card with a standard hero of the appropriate class. You must still 
Ko) Coynvar-Ceia (oyelr-vele bucjolbie-\s(oveMe(crel corti al teteauel cmnyelcrem se ngretoad Bie loelswe (crea 

¢ Unique: Some cards, including allies affiliated with the Argent 
Crusade, have the word ‘ ‘Unique’ Ratestcmyeltl 
control more than one unique : t , you must 
itestentctelElehate(ccaveyae ll Moitiace: e of them, You choose which one to keep. 

e The Lich King’s deck includes event cards, which function like quest 
or Fue Molen Cobol teh meld some (cel ea Malovar tec oF Leccrel face blom-belem-Tucmabbwatcre| 
face down when initiated. 

¢ When a player’s hero is destroyed, all of that player’s other cards are 
also removed from the game. 


winninG THE ASSAULT on 
ICECROWN CITADEL 


In this Raid battle, the Lich King wins by destroying all three raiding heroes, 
and the raiding heroes win if they are able to destroy the Lich King. A hero 
is destroyed when it has damage greater than or equal to its health. 


SETUP AHD PLAY 


] players chooses one of the decks to play. The player who 
@ willface off against the other three players in a 












cards nl player may take af rulligan at the start of the game, coals 
his hand into his deck and drawing a new starting hand of seven cards. 

The player with the Lich King deck starts the ga ume Evare! gets to draw a card 
on his first turn. Play.then proceeds clockwise ar ithetable @ =~ 

















Welcome to the World of Warcraft® ‘Teacine Card Game! 





\ In / yas you control a Dee in the world of Azeroth. As you TE NABYeLE! 


I. winhninG THE GAME 


You win the game by dealing damage to the opposing hero equal to or 


greater than its health. 


2. WHAT YOU MEED TO PLAY 


To play, you need a 60-card deck, a starting hero that shares a faction 
(Horde or Alliance) with the cards in your deck, and some dice. 


. SETUP 


Each player starts by putting his hero into play and then rolling a die. The 

high roller decides which player goes first. After shuffling, each player 

draws an opening hand of seven cards. Once per game, before starting the 
irst turn, each player may decide to mulligan his starting hand of cards by 


: shuffling those cards into his deck and then drawing a new lpztate Keymuor er: TKe Ich 














PARTS OF A CARD 
AN (oyu (eo esa (Tuer e214 mad A OX © wer: Buel oF hicor 


e A name. 


e A cost in the upper-left corner, which tells you how many resources 
you must exhaust (turn sideways) to play the card from your hand. 


e Trait icons (class or faction), which are important when you construct 
your deck. 


e A type line between the art and the text box, which tells you what 
type of card it is. To find out more about the different types of cards, 
see “Card Types” on page 13. 


A card may also have a tag on the right-hand side of the type line, 
followed by a number in parentheses. That number is how many 
cards with that tag you can have in your party at the same time. Any 
time you control more than that number of cards w at tag, you 
must immediately destroy all but that number of t You choose 
which ones to keep. i 





e A text box under the type line, which tells you the card’s powers. 







Cac Name 


Vindicator Enkallus 


Type Lane Trait Icon 





Ally — Draenei Shaman 
se PRI A IE Nt Na a A) 






Protector 


- Text Box 








5. BASIC GAMEPLAY 


A. Resources 


You exhaust resources to pay the costs of various actions, such as playing allies 
or using your hero’s powers and abilities. Once on each of your turns, you may 
choose any card from your hand to place as a resource. 





~ A cost is anything you must pay to play a card, use a power, or perform any other 
game action. 





Resource costs are represented by a number within a resource cost symbol. These 
ove. fe Dey a resource cost By S pecs that many 





C. Ready and Exhausted 


When a card enters play, it starts out ready, as shown here. To use a card, you 
exhaust it by turning it sideways. At the start of each of your turns, ready (turn 
upright) all of your exhausted cards in play. 


So ge 
Some cards have powers with “BMJ as part of the cost. This means that you must 
exhaust the card as a cost to play the power. 
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Exhausted 














6. TURT SEQUENCE 


Your turn is divided into three phases, and some phases are divided into steps. 








play. 
Draw Step: As y 


times as you 4 





























Place a Resource 


You may place one resource on each of your turns. To do so, take any card from 
your hand and put it into your resource row face down. If the card is a quest or 
location, you may place it face up instead. 


Play a Card 


To play a card, reveal it from your hand, pay its cost (the number in its upper-left corner) 
by exhausting that many of your resources, and follow the instructions in its text box. 





If the card is an ally, it enters play in your ally row. 


If it’s a weapon or armor, it enters play beside your hero in your hero row. 


}, }, o, 
% “ % 


i Dapimcw-vem @ ever) ners a that Ee to a card, it enters play underneath 
that card. | 





“— Ongoing ability that doesn’t attach, nters play i in your hero row. 
“ If it’s an abil that doesn’t have “Ongoing” in its text box, it goes to 








your graveyard. 


(Or tweRer-tell keme)E Nice Revel ame letuletomcolelmabtusmerel (ac Mueloyia ethic belie-lelMmeemsalobmayele 
I Toten batsje-Tetme-¥uelMer-tell oom oy -hVcroR-Tehwmeren(cMmlelelleCellelomelelurelemvelenmeleyecojn(oelmmabruer 


Use a Power 

You can use payment powers or complete quests during any phase of any player’s 
turn. You can recognize a payment power by the arrow symbol (=>) in its text. The 
text before the arrow is the cost you must pay to use the power, and the text after 
the arrow is what happens when you do. You can use a payment power as many 
times as you’d like, as long as you can afford to pay the cost each time. 


Propose a Combat 
You can attack with your ready hero and allies. For more aion. see “Combat.” 


-C. End Phase 


During your end phase, players can only play instants, use powers, and 
complete quests. 


..Once all players have performed the actions they want to take, you move into your 
wrap-up step. During your wrap-up step, if you have more cards in hand than 

Svoletmpesr-belanltipell orvaleRtclloaucieler-tae\) MA Velempplenime i ter-vue Melo uelcom(oleruseet-berooleren 

ped s size. _ a player’s wrap-up step is over, the next player begins his or her 









































7. CARDS ill PLAY 





While you are playing a game, you will put allies, resources, and other cards into play. 


** The play zone is where most of the game’s action happens. Each player 
has an ally row for allies; a hero row for equipment (weapons and armor), 
Ongoing abilities, and his or her hero; and a resource row for resources. 
To see where the diferent types of cards belong in the play zone, 5 at 
the diagram. 
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B. Protecting and D De hiding 





8. COMBAT 
A. Attacking 


To propose a combat, choose a ready hero or ally in your party to be the attacker, 
then choose an opposing hero or ally to be the defender. You can’t normally 
attack with an ally on the turn that you play it. 


As a combat starts, your attacker exhausts (turns sideways) to attack, then there’s 
an opportunity for you and your opponents to play cards and use powers. During 
a combat, you can only play instant cards, complete quests, and use powers of 


__cards in play. 














If. an opponent is anecine and you have a ready protector, sqeiste Ri UTE | 
you can choose to exhaust that protector to have it become he 
the new defender for the attack. You ¢ can U 
uu played tl 
turn. This is the only time a character : 
for example, exhaust a protector to protect against an ability 
that’s targeting one of your characters. . 





Protector 


Next, there is a second opportunity for you and your 
opponents to play instants, use powers, and complete quests. 


C. [Oeyeslor-tm Grosse ety royal 





As a combat concludes, the attacker and defender deal combat damage to each 
other equal to their respective ATKs. Damage dealt to characters remains until it 
is healed or the character is destroyed. A character is destroyed when the damage | . 
on it is greater than or equal to its health. : 







Se io propose Kor Cindervein (3 &/3 4) to attack an Poppositie 





Héfender eal 1. i. damage to Kor. The 
has taken fatal ee Kor les taken 1 


ie) 


















D. Combat with a Hero 


If your hero is in a combat, you can strike with a weapon to add its ATK to 
your hero’s ATK for the combat. This is the only time a player can strike with a 
weapon. To strike with a weapon, pay its strike cost and exhaust it. 


| > e-van1s) (em Golem od ne) oLelYomm Lele bum oKcswe Mme lr-lan-Vol au Golam Ostelelcomucstel 

(3 8/3 4%). As you attack, exhaust your hero and his ready 
Fel Iron Hatchet (2 &), paying its strike cost to give your hero 
+2 





LO. 


, Kor Cindervein 





9. DAMAGE 
A. Damage Tracking and Types of Damage 


Damage dealt to a character remains until that character is destroyed or that damage 
is healed. A character is destroyed when it has damage greater than or equal to its 
health. Keep track of damage on your characters using dice. 


All damage has a type. The symbol around an ally’s ATK tells you what type of 
combat damage it deals, and the symbol around a weapon’s ATK tells you what type 
of combat damage a hero deals with that weapon. Damage type only matters when 
cards refer to it specifically. 

These are the eight damage symbols: 


Arcane Fire Frost 








Melee Nature Ranged Shadow 


Cie 


Holy 





(ere 





II 





B. Healing Damage 





| Damage on a character is permanent unless it’s healed or that character leaves 
play. If damage is healed from a character, simply remove that much damage from it. 


| 

ID Yeor- tome (el mee Kelot-te-lecome-lel-l ol old Kavcelice Mateos (comst-lmeKavcslcnerlesrtee 
I SStas}e) MaciKe) ocevelentckeyur-l Mel-leet-IxcB sxelesKaou oloteteme (acc jaell wae (c7llmnel Keer-te-leron 
\y 


| You can’t heal damage that hasn’t been dealt, and once a character has taken fatal 
i damage, it’s too late to heal it. 


Example: Tyrennius (2 &) is in your party with no damage. Your opponent — 
targets Tyrennius with a card that reads, “Your hero deals 2 melee damage 
to target ally,” and you have a card in 
2 ids, “Your hero heals foci ind we 
| 2 damage from target ally.” Playing a 
your card won’t do anything, because ! 
your ally hasn’t taken any damage yet. 
|| Your opponent’s card deals 2 damage 
to Tyrennius, which destroys him | 
immediately. If you’d had an effect th 
said, “Prevent the next 2 damage that 
| would be dealt to target ally this turn,” 
il you would have had an opportunity to 
eae use that effect to save Tyrennius before | 
| ~ the damage had resolved, but you don’t | Protector 
i have a chance to heal or prevent fatal ' 
i damage once it’s been dealt. 
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| 10. RESPONDING 


il You can respond to your Opponent’s actions. When ¢ you do, your response 
| happens first. You can only respond by playing instants, using powers of — 
| cards in play, and completing quests. 





. ild is an instant, you can play it in ao ig 
your opponent’ s Fire Blast. yor Mark of the Wild will enter play first, 
giving Cerwyn +2 / +2. Then, the Fire Blast will deal 2 damage to your 


< 


ally, but the.extra 2 ae from ene of the Wild will be enough to 
keep her alive. we 
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II. CARD TYPES 
A. Hero 


Each hero has a health (4) value printed in its lower-right corner. If your hero has 
damage greater than or equal to its health, you’re out of the game. 








has two sides (front and back) and starts the game with the front 
2 the game, you may use your hero’s power, which flips the hero over 
to the back side with full artwork. You can flip your hero card even if it’s exhausted. 


Unless a card says otherwise, once a hero is flipped over, it won’t flip back to the other 
side again. That means you can usually use your hero’s power only once per game. 





Faction 


alent Spec 


Health 





Name 


1s) 











































































B. Ally 
Cost 


As the game progresses, you can invite allies to soumistedatner”™ 
Hoste dolttaney-tunva oy moleiatetemd (sent cxeyenmvolbrumer-teve! oe 
into play. Allies can attack and defend against 
opposing characters, and some of them have 
powers in their text box that you can use during 


the game. 
Power 
You can attack with an ally or use its activated corel uelac 


(fa pevers a if Oe card has been in your 





x 
“~ 


¢¢ An attack value (ATK) in its lower left corner, which is how much 
damage the ally deals in combat. 










Ability Card 
saa Cost ae 
C. Ability 
Abilities represent yout hero’s special skills and 
magical spells. 





4 { hero or ally. 
Ongoing: Attached character has +5 @. 
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a card i in pla you put the ability undzineat 
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Dz Weapon 


Your hero starts the game with no ATK, but when your hero attacks or defends, 
you can strike with a ready weapon to increase your hero’s ATK for that combat. 


Only your hero can strike with a weapon. 


To strike with a weapon, pay its strike cost and exhaust it. You can strike with a 






s ta Combat damage that your hero would deal with ik 
ATK ra | 1D) te this weapon is unpreventable. Stri e Ofer: 
an amage | ff 


Sratelere) | 


In addition to the cost in its upper left corner, each weapon card has: 


*¢ A strike cost (© )) in its lower-right corner, which is how many 
resources you must exhaust to strike with the weapon. 


“ An ATK in its lower-left corner, which is how much ATK the weapon 
gives your hero for the combat after you strike with it. 


¢ A tag on the right side of its type line, which tells you that you can have 
.» only one melee and one ranged weapon in play at a time. For example, you 
can’t have two weapons with the tag Melee (1) in play at the same time. If 


- you do, you must immediately choose and destroy one of them. 





I5 








2 ge Ee Seca 











| Deasurstey 


Any time damage would be dealt to your hero—both inside and outside of 

(fosnnl oye ele er-be Meo der-lelimr-eucr- lena Tusslesmer Tne mom elnavcnlaterlest-lxcnceitr] mnemder-te 
armor’s DEF ( @}). Armor can prevent all kinds of damage, including damage 
ieospsmereyesloy-iar-tele-loyibiatccMuatupele) mer Tell o(cmUlicre eye) hmnemesnca(celmer-lent-tcu rem (oleli soaker 





You can exhaust an armor on the same turn 
that it enters play. 


Cost sen 















boleier-teieo.<er-lelianpelel tate) ice-bussle)umer-buelmne) 

prevent damage from a single source. For 
example, you can exhaust both an armor 

with 1 i and an armor with 2 i ss 
prevent 3 damage that would be dealt to 

your hero. 





“DEF 


Each armor has a tag on the right side of its type line, which tells you that you 
can have only one piece of armor in a given slot in play at a time. For example, 
you can’t have two pieces of armor with the tag Head (1) in play at the same 
iobpetcmn Bun ole mre (OM oll Ms oll lias tp atestccet-lkc hare sleleitorr-belemelo iene me) s(ome) and elope 


Armor is different from other cards and effects that prevent damage in two ~< 


Cia OKsbelcar: tusslosmptcmeyoyaleyer-lem Gelb me-lemondstleiar rele lussleymimncelemnuctell ike) use it 
mem esnaucell oes but you never have to use it. 








“¢ If an armor prevents damage thats less than its © , the remaining © is wasted. 


Example: Your Hstone) eld lee deal 2 pce and you control a ready 








armor, you can’ 






1) 


F, Quest 


(@yonc- lel oe an colermablusl wm cole leet hake eleley\omr-Mer-bxe Mm axeysnMa elena at-beVemcomo)r-(acm@olermielce 
play) as a resource. Quest cards are the best to place as resources, because you can 
place them face up. A quest has an exclamation point instead of a cost in its upper- 
left corner. 


While a quest is face up in your resource row, you can exhaust it to pay costs. In 
addition, you can complete it to receive its reward. As you complete a quest, you 
mu: fal e-(excireloyvgetinom isto aidar-luslmcil ooo meeyeste) (cinco bam Colt mer: Temeroyente) (ner) 
it’s ready or exhausted. 







If you don’t have any quests in your hand, you can place any card as a resource, 
i but if you do, you must place it face down. You can use face-down resources to pay 
costs, but they don’t have any other powers. 





Reward 


Power 


Pay @ to complete this quest 


Reward: Draw a card 





| Dp <-vent) (=m Colm at hicem Coll tum sloyuatlele@a\ve-Flncmm Golem r-lecubhom eM (ele mnccellinece Ken al ld 
you exhaust three resources and turn this quest face down, you draw a card. 
(Note that you can exhaust the quest itself to pay part of the resource cost.) 
a Once turned over, the quest stays face down in your resource row. You can 
_still use it as a resource to pay costs, but you can’t complete it again because 


it’s no longer face up. 





's otherwise, you can complete a quest on the same turn that it 
any phase of any player’s turn. 
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12. TRAITS 














le oyuel= arYerateye! 
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Se At by. Zoltan 
ANGER 86/28 ae eee 


The cards you can use to build a deck are determined by your hero’s traits, 

Avid ob Kel sist evel bere ler i 
¢, | 

** CLASS: The ten classes represented in the TCG are: 


Death Knight Druid Hunter ae a | Priest Rogue Shaman — “Warlock Warrior 












* 
» 





: 3 : —— 
re Draenei, Dwarf, Gnome, Human, 


iC ENS. 


Nishe EIf, and Worgen. 





The Horde 


1B) 


13. DECKBVILDING REFERENCE 


Gimp ole mel 11:<cmuon oleh Ce Molen monwan ie (<rel emi elcincer-TucKoyel har Bronvanel (ccm vere metcicte moe ro) lone 


€ You can include a card with one or more class icons in your deck 
only if that card shares a class icon with your hero. You can include a 
card with one or more faction icons in your deck only if that card shares 





nm icon with your hero. For example, Lady Jaina Proudmoore has 
@e class icon and the |s| faction icon. Cards with no 
class or faction icons can be included in any deck. 





€ You can’t include more than four copies of a single card in your deck 
unless that card has “Unlimited” on its type line. You can include any 
number of unlimited cards in your deck. 


@ A Constructed tournament deck must include at least 60 cards, not 
counting your hero. Your hero starts the game in play, and it isn’t 
considered a part of your deck. 


€ For more information and frequently asked questions about the rules, 
please visit WoWTCG.com. 


14. TAKE YOUR GAME TO THE NEXT LEVEL! 


Whether you’re looking for some competition, searching for an epic prize, or just 
trying to find an awesome World of Warcraft® TCG community, Organized Play 
has what you’re questing for! 


Have fun at relaxed weekly Battlegrounds events at your local hobby shop or strive 
for glory in big events, such as the Realm, Continental, and World Championships! 


There are events happening every week in your area, so find out all the latest 
Organized Play events and information at WoWTCG.com! 
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I5. GLOSSARY 





ACTIVATE: Some payment powers have an activate symbol (“&¥) as part of 
their cost. To activate a card, you exhaust it (turn it sideways). An exhausted card 
can’t be activated. An ally’s activated powers can be used only if that card has 
been in its current party since the start of its controller’s most recent turn. Only 
allies have this restriction. Protecting with a character does not count as using an 
activated power. 


ASSAULT: A card with Assault X has +X ATK on your turn. 


ATK: This is the attack value of a card. A card’s ATK is the number in its lower- - 
left corner. A hero or ally’s ATK is how much combat damage it deals, and the 
symbol around the ATK tells you its damage type. If you strike with a weapon, its 
ATK and damage type are added to your hero that combat. 





ATTACH: If an ability tells you to attach i 1€ 
underneath such a card as the ability enters play. As a card leaves play, each of 
its attachments is destroyed. More than one attachment can be attached to the 
same card—even attachments with the same name. For example, several copies of 


Mark of the Wild could be attached to the same ally. 





ATTACKER: An attacker is a hero or ally that’s attacking. A hero or ally becomes 
an attacker as it exhausts to attack. 


CARD TYPE: There are six different card types: _ ally, equipment, hero, © 
IKexer-Tuteye Merb eYe ie eCeclm 


CHAIN: The chain is the zone where cards and effects go before they resolve. 
The chain keeps track of the order in which things happen in the game. The 
order that things resolve off the chain is “last on, first off.” The chain is empty 
while there are no cards or effects waiting to resolve. 








heroes. “ie ilice4 in’ your party. Cc apart damage is damage that’s dealt bs an 
attacker or defender during the conclusion of a combat. Any other damage is not ~ 
combat damage, even if it’s dealt during a combat step. 
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CONTROL: You control your hero and all cards you put into play, including any 
abilities that you attach to a card in play, even if that card is controlled by another. 
player. You also control cards and. effects that you add to the chain. 


COST: Cards and effects have costs that you must pay to play them. You can’t 
roy Nyacoye) bras oY: ume) a Moxos] mar TaLo I ole ier-Ta ls as oY-hvase slo) ue) miYo)eetciaebbetemaet-telh (olem st: ace 
The number in the upper-left corner of each card is its cost, which is how many 
ources you must exhaust to play that er tKe B 









A card may tell you to put one or more counters on a card in play. 
I Ganvatl let hsvomncll in vcoybiauyet-tmnaslos\cuecolalnciucire (om Colt ier-loliaw-(el qrecoleleliciucme)elr-Mer-bxe mute! 
beads, dice, or other small objects. 


DAMAGE: Damage on a character stays on it until the damage is healed or the 
character leaves play. Damage greater than or equal to a character’s health is 
called fatal damage. If an ally has fatal damage, it’s destroyed. If a hero has fatal 
damage, its controller loses the game. A character is damaged if it has any amount 
of damage; otherwise, it’s undamaged. 


DEATH RATTLE: When a card with Death Rattle is put into a graveyard from 
anywhere, it has a power that triggers as explained on the card. 


DEF: This is the defense value of an armor card. An armor’s DEF () is the 
number in its lower-right corner. The DEF is how much damage the armor 
prevents as you exhaust it. 


DEFENDER: A defender is a character that’s defending. A character becomes a 
defender as it enters combat with an attacker. 


DESTROY: To destroy a card is to put it into its owner’s graveyard from play. If a 
character has fatal damage or 0 health, it’s destroyed. 


1D) KY 7.0.8 DY RoMehtyer-tue lr Mer-bue BtMon ole tasaceseoN- Moe h(omcm of: lelem relceM elmer Aout Ner 
Cards can be discarded only from a player’s hand. 


EFFECT: An effect is a placeholder on the chain. Using a power, completing 

a quest, proposing a combat, and striking with a weapon all add effects to the 
chain. Triggering also creates an effect that is added to the chain. An effect waits 
on the chain until it resolves or is interrupted. 
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ELUSIVE: Characters with Elusive can’t be attacked. Ho 
attack, and they can still be targeted as usual. 


EQUIPMENT: An equipment card is an armor, item, or weapon. 


EXHAUST: To exhaust a card in play, turn it sideways; once that’s been done, 
the card is referred to as “exhausted.” You can’t exhaust a card that’s already 
exhausted to pay a cost. The opposite of exhausted is “ready.” 






FATAL DAMAGE: Fatal damage is damage on a character that’s greater than or 
equal to its health. 


FEROCITY. : 





x ey fore} | attack on the same turn that it io a party. 





/ FLIP: aXe) flip a a -up hero, you turn it Gee dean. and vice vers Bed ere 


is bheyexere! whether py re ready or exhausted. 







FRIENDLY: All the ee reevstane)l (ser 


HEAL: To hes an imOant oe dama that much 
amas een dealt. Healing can’t 
raise a character’s health. 


HEALTH: The number in the lower-right corner of a character card is its health» 
(4). If a character accumulates damage equal to or greater than its health (fatal 
damage), it’s destroyed. If a hero is destroyed, its controller loses the game. 







IN COMBAT: An attacker or defender is in combat = there’s an pPposily 
attacker or defender. 





INSTANT: Some cards have this word on their type fice You can pl; 
any time you have ee a your opponent’s turn. 







, 






| KO] @ 4 liar. Dreyer mmurer- two ls li: Me-tne By sidel- Mjolcer-] Bre)! Mane luselislmr-laetver-lnelstxeynn 
section. The revealed code beneath the scratch-off section can be input and redeemed 
for special accessories for your World of Warcraft® online characters. 


MEND: At the start of your turn, a character with Mend X may heal X damage 
from target hero or ally. 


MULLIGAN: Once per game, before starting the first turn, you may decide to 
peas Olesen Tec uat a Yoqet-baXe Mey mer-tuel Mona jelussttatoau ste. (ome-buel Mielke m(olerme(<el ar-TaXe! 
a new hand of seven cards. 


NEUTRAL: A nena card has no class or faction icon, so it can go into any deck. 


Oy O1O) tnt Ora Oyatexestetcar-loylstatacmo mince) chiar ine ele asnecre) ucts alolels @)elexe)telear-lodt iiutas 
enter your graveyard. The text after the word “Ongoing” tells you an ability’s 
powers while it’s in Play. 


OPPOSING: tens are opposing players. Ooposine zones are owned by 

“opponents. Opposing cards are cards in play or on the chain that are controlled 
by opponents, cards in opposing zones, or any attachments that were played by 
an opponent (including ones on your cards). 


(OV Ai Oa eam Cole r-buctn sLomonn solo moyen coletum s(inoM-beteM-Vehiarer-bueldet-lmcir-buncvomselemer-boatcm tel 
your deck. If a card would enter a deck, hand, or graveyard, it enters its owner’s 
deck, hand, or graveyard. 


PASS: A player with priority may add a card or effect to the chain or pass priority 
clockwise to the next player. 


PAYMENT POWER: A payment power can be identified by the arrow symbol 
in its text (== ). The text before the arrow is the cost that you must pay to use 
the power, and the text after the arrow is what happens as that effect resolves. 
Unless a card says otherwise, you can use payment powers during any phase of 
any player’s turn. 


| bd YAN @) srs @)elercmose cr: (ole Meyancolorunbbucl-Wn (ole mest: hymoll- lack: Mxacelerwacmm Rol ole ace] 
resource, choose a card from your hand and put it into your resource row. Quests 
EY aol Coxer- tute) eli ant-hyal olom ol e-lecre is r- (ecm Us oo) s oles mer: Fue lMer-Te Mess) hmloteme) Elecresr-lacke(onuaer 


uae To opts a oe. put, it on the chain, choose any targets it describes, and pay 





an instant card any time he or she has priority. Quests 
layed; they can only be placed. 
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POWER: When a card has text in its text box that has a an impact on the game, that 
text is a power. Powers function only on cards in play unless otherwise specified. 


PREVENT: Prevented damage is never dealt. Exhausting an armor to prevent 
damage that would be dealt to your hero is an example of preventing damage. 


PRIORITY: A player’s option to add a card or effect to the chain is called 
joputesulava coulesuln vas lw ot-valelcremaxe)n me) rhc mcem oleic mmers awevatcm oe hice: lel er hucwiarls 
a time. The turn player is always the first to get priority at the start of a phase 
or step. If the player with priority adds to the chain, that player keeps priority. 
Otherwise, priority passes clockwise. After a card or effect resolves, priority 
returns to the turn plat 


1d 34 @) Oh) or ake) propose a onbe fel sLolesyour- ta op ne) olelorelre la roste(ciur-bevelr linc Venms(ane) 
rose li astetn oletas oy-tuavaicoll oXcid (cll olne) oleic lr lure <oe 


PROTECT: Just before a proposed defender enters combat PYahyan ol Ehicimreye) Xerox 
to the attacker may exhaust a character in. P protect (for 
example, a character with the Protector keyword). If th ppens, id atom eye) ereiere! 
defender stops being the proposed defender, and that exhausted character 
becomes the proposed defender and starts protecting. Only one character can 
protect each combat. A proposed defender can’t protect itself. 






RARITY: The color of a card’s collector number tells you its rarity: white for common, 
green for uncommon, blue for rare, purple for epic, and orange for legendary. 


READY: A card in play is ready while it isn’t exhausted (turned sideways). All 
cards enter play ready. Only ready cards can be exhausted to attack or pay costs. 
VNB elurmKe-(ehacirc onie-lurfaxe-leharll Roveer-leiceMe-tneBieme) hacer lan celumeeyelace) aval veel 

Tner-Ve har: Mer-tne Ma (olemeler-veteces (a sxeysp md ele eS position to the ready (upright) position. 


RESOLVE: If there are no ipo: to hhe last card or effect on the chain, 
it resolves and has its impact on the game. An ability card goes to its owner’s 
graveyard after it resolves, unless it’s Ongoing. An Ongoing ability, ally, or 
cou : rd tha resolves enters play. 





RESOURCE You may plage one resource on pach of your turns. Any type.of 

card can be placed face down as a resource, but only quests and locations can be 
placed face up. You exhaust resources to pay the resource costs to play cards, use 
payment powers, complete quests, and strike with weapons. oo fervale) : 
exhausted whether they're face up or face down real 
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’ RESPOND: While a card or effect is on the chain, players can respond to it 
with other cards and effects. If a player responds, that response will resolve and 
ne hUcerVe tpt eey oy-(elmeyp i aatcuer: the(eM ofa resnomaatcme)ulca ter.) Mer: bue Mesmclukcrel iva We) Chica le) t ers: 
something “in response” is acting before the latest card or effect on the chain resolves. 


REVEAL: To reveal a card is to turn it face up so that all players can see it. 
Revealing a card doesn’t move it out of the zone that it’s in. After a card is revealed, 
_it goes back to being unrevealed in the same zone unless otherwise specified. 


ea character with Stealth is attacking, opposing characters can’t 
protect. 


’ STRIKE: The strike cost of a weapon is the number in its lower-right corner. 
That number is how many resources you must exhaust to strike with that weapon. 
While a hero is in combat, its controller may strike with a ready weapon by 
paying its strike cost and exhausting it. This adds th Vole) ela MW Gr-Tele mec Tenritexe 
. romaetel e(aixe ve) the rest ~ the combat. — _ 











‘ lie Vauer-Sxe! mig hee a a8 on the right-hand side of the type line, followed by 
~ anumber in parentheses. That number is how many cards with that tag you can 
DO) bY hem tem eleruneoy-tunvar-larastcity-tontcmalpn(cmmatehmiurpnrcm ole maevn lane) mpnteyncmuat-lemastiaelernnl overs 
De) morte (manatee Mdot-lare-tomm olempnlelvantastpntccelt-lnclhurelecjeneyar-li m@olelamdervaselernnl ote) anu stopne 
~ You choose which ones to keep. 


SVND 8 tae cole Cem jelcer-lme-tuemaer- mer tome halolem een icem ener melonemvsiaelale 
matching talent spec in its type line. 


_ TARGET: If a card or effect tells you to target something, you must choose 
! that target as you play it. If there is no legal target, you can’t play that card or 
40 effect. Once you choose a target, you can’t change your choice, even if something 
happens to the target you chose. If a card or effect tries to resolve and all of its 
targets have become illegal, it’s interrupted. If at least one target is legal, it resolves. 


UNIQUE: Some cards have the word “Unique” on their type line. Any time you 
control more than one unique card with the same name, you must immediately 

f destroy all but one of them. You choose which one to keep and which to destroy. 
ZONE: Cards can be in any one of six game zones: chain, deck, graveyard, hand, 
play, and removed from game (RFG). 
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Cryptozoic Entertainment TCG 


Assault on Icecrown Citadel Design Lead: Drew Walker CRYPTOZOIC’ 





ENTERTAINMENT 


Assualt on Icecrown Citadel Development Lead: Matthew Place 


Design & Development Team: Patrick Sullivan, Drew Walker, 
Andrew Wolf, Matt Hyra, Matthew Place, Ben Stoll, Ben Cichoski 


Creative Content Lead: Drew Walker 
World of Warcraft? TCG Head of Design: Ben Cichoski 
World of Warcraft® TCG Head of Development: Patrick Sullivan 





Director of R&D: Mike Donais - a 
Rules Team: Edwin Teh (lead), Dave DeLaney, Jennifer Dery, Simon Key 
World of Warcraft® TCG Engine Design: Mike Hummel, Brian Kibler, Danny Mandel 






Additional Engine Design: Eric Bess, Ben Bi 4 Shawn oe I EC ichoaks Cory 


Jones, Paul Ross, Kate Sullivan 

Brand Management: Scott Gaeta 

_ Sr. Production Manager: Leisha Cummins 
Project Management: Leisha Cummins (lead), Rumi Asai, Dennis Palacios (PBM) 
Editing: Kate Sullivan 


Graphic Design: Marco Sipriaso, John Vineyard, Daniel Helmick, andGlen Morty 





Organized Play & Community Team: Ben Drago (Director), Alex Charsky, Mike 
Girard, William Brinkman, Javier Casillas, Ry Schueller, Edwin Teh © 





Global Sales: Patrick Swift ONY Ming Wan (CO) abtet-) en Orta a Os uele) << (EU) 
President & CCO, Cas tbzoic Entertainade: Cory Jones 


ayobn Nom 







~— ent: 





Chen, Katie Boye 
Agency. 
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| LICENSED | 


BIIZEARD 


ENTERTAINMENT 


PRODUCT 





E Lizzarp Entertainment TCG Crepits 


I ead Developer: Mike Hummel 


Director, Creative Development: Jeff Donais 


‘ta 


Slizzard Special Thanks: Chris Metzen, J. Allen Brack, Tom Chilton, _ 
\lex Afrasiabi, Dave Maldonado, Samwise Didier, Micky Neilson, Evelyn © ~ 
Prederickson, Justin Parker, Sean Copeland, Cate Gary, Jason Bischoff, Jon 
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2011 Worldbreaker 
_ Block Release Schedule 





Set 13 W Id reaker Becstet Release 12/14/2010 

Set 13 Worldbreaker Epic Collection Release 1/13/2011 
But on Icecrown Citadel Raid Deck Release February 2011, 
4 14 War of the Elements Booster Release March/April 2011 
Set et M4 War of the Elements Epic Collection Release April 201 1 
2011 Class Starter Decks Rel ae 201 1 


Set 15 Twilight of the Dragons Booster Release July 2011 





Set 15 Twilight of the Dragons Epic Collection 
Release August 2011 
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